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independent of the game being played on the gaming machine may be used to display the game 
\^ history frames. In addition, the gaming machine may transmit game history frames to locations 
outside of the gaming machine. Also, the transmitted game history frames may be used for 
security purposes and promotional activities. 
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IN THE CLAIMS: 

Marked-up versions of the amended claims have been reproduced below in an appendix 
A on a separate page. All the pending claims have been reproduced in the appendix for the 
convenience of the examiner. The amended claims below are "clean," having no underlining or 
brackets. Please substitute the clean versions of claims 11, 25, 37, 53. Please add claims 59-61. 



11. (Amended) Ok a gaming machine including a master gaming controller, a frame 
buffer and a non- volatile storagfe^device, a method of preserving a game history, the method 
comprising: 

generating a sequence of gamKpresentation frames used in a video game presentation 
controlled by the master gaming controller on the gaming machine wherein each game 
presentation frame is stored in a frame buffer: 

capturing a game presentation frame stored in the frame buffer from the sequence of 
generated game presentation frames; \ 

incorporating frame data from the captured game presentation frame into a game history 
frame; \ 

generating a game history frame signature to unambiguously identify the game history 
frame using game history frame data comprising the game hista>ry frame; 

storing one or more of the game history frame data, the game history frame and the game 
history frame signature and combinations thereof to the non-volatile^storage device; and 

displaying another frame in the se quence of frames without captu^ng it. 

25. (Amended) A method^b^J playing back a game history from a game presentation 
displayed on a gaming machine, the methods comprising: 
/y^j generating a sequence of game presentation frames used in a video game presentation 

controlled by a master gaming controller on the gafcQing machine wherein each game 
presentation frame is stored in a frame buffer; 



selecting a g&me presentation frame stored in the frame buffer from the sequence of 
generated game presentation frames; 

incorporating frame aata from the selected game presentation frame into a game history 

frame; 

retrieving the game history from a game history database stored on a memory device 
wherein the game history includes at least.one game history frame corresponding to one of a 
sequence of frames used in the game presentation displayed on the gaming machine; 

validating game history frame data comprising the game history frame using a game 
history frame signature; and 

displaying the game history frame to a display devie^. 




37. (Amended) A^gaming machine comprising: 
a master gaming controlmr designed or configured to 

i) control a game of ctmnce played on the gaming machine; 

ii) to generate a sequence\of game presentation frames used in a video game 
presentation on the gaming machine^for the game of chance wherein each game 
presentation frame is stored in a frame buffer; 

iii) to select one or more game presentation frames stored in the frame buffer from 
the sequence of generated game presentation frames; 

iv) to incorporate frame data from the selected one or more game presentation 
frames into one or more game history frames; \. 

v) to store the one or more game history frames to non-volatile storage device; 
the frame buffer for storing the game presentation frames; and^ 

the non-volatile storage device for storing the one or more game nistory frames and game 
history information. 



53. (Amended) In a gaming machine including a master gaming controller and a 
display device, a method of generating a\game presentation, the method comprising: 

retrieving one or more game historyframes stored in a memory device wherein the game 
history frames contains game history information^from one or more previous games wherein a 
first previous game is played on the gaming machinesand second previous game is played on a 
second gaming machine; \. 

generating a sequence of game presentation frames us y ed in a video game presentation 
controlled by the master gaming controller on the gaming machine; 



incorporating game history^ame data from the one or more game history frames into the 
one or more of the sequence of game presentation frames used in the video game presentation; 

outputting the sequence of g^me prestation frames used in the video game presentation 
to the display device. 
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Please add claims 59, 60 and 61. 



59. The method of claim 1, wherein the sequence of game presentation frames are 
generated using one oi^more of streaming video, 2-D graphics, 3-D graphics and combinations 
thereof. 



60. The gaming machine of claim of claim 37, wherein the sequence of game 
presentation frames are generated\using one or more of streaming video, 2-D graphics, 3-D 



graphics and combinations thereof. 



61. In a gaming machine including a master gaming controller a display device and a 
memory device, a method of generating a game presentation, the method comprising: 
in one or more games played on the gaming machine, 

i) generating a sequence of game presentation frames used in a video game 
presentation for the game controlled b^vthe master gaming controller on the 
gaming machine wherein each game presentation frame is stored in a frame 
buffer; 

ii) selecting a game presentation frame stored in the frame buffer from the 
sequence of generated game presentation frames; 

iii) incorporating frame data from the selectecl^game presentation frame 
into a game history frame; 

iv) storing the game history frame in the memory device; 
retrieving one or more game history frames stored in the memory device wherein the 

game history frames contains game history information from one or more previous games played 
on the gaming machine; 

generating a sequence of game presentation frames used in a second videogame 
presentation controlled by the master gaming controller on the gaming machine; 



